DBCS 


A Third Age of Avatars 

Bruce Darner, bruce(a)damer. com 

damer.com / diaitalsoace.com / ccon.org / biota.org / digjbamjMn 

VIRTUAL WORLDS TIM|UNE: 

THE ORIGINS, EVOLUTION AND FUTURE OF l'HE VIRTUAL WORLDS MEDIUM 



ABOUTM-E 



Started life on a PDP-11 fresh out of high school 
(1980), programmed graphics, videotext systems, 
dreamed of self replicating robots on the moon, 
designed board games, built model space stations. 

Worked at IBM Research in 1984 (Toronto, New 
York), introduced to Internet, optical computing. 

At Elixir Technologies 1987-94, wrote some of first 
GUI/Windows-lcons Publishing software on the IBM 
PC platform used 100 countries. 































































Established Contact Consortium in 1995, held first 
conferences on avatars (Earth to Avatars, Oct 1996) 

Wrote “ Avatars /’ in 1997. Hosted and supported 9 
conferences until 2003 on various aspects of virtual 
worlds (AVATARS Conferences, VLearn3D, Digital 
Biota) 

Founded DigitalSpace in 1995, produced 3D worlds 
for government, corporate, university, and industry. 
Evangelism for Adobe (Atmosphere), NASA (Digital 
Spaces, open source 3D worlds for design simulation 
of space exploration) and NIH (learning games for 
Autism) 

Established Digibarn Computer Museum (2002) 

Virtual Worlds Timeline project (2006-2008) to 
capture and represent the history of the medium 
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The Virtual World, its Origins in Deep Time 
Text Worlds 
Graphical Worlds 
Internet-Connected Worlds 
The Avatars Cyberconferences 
Massive Multiplayer Online RPGs 
Virtual World Platforms 

Virtual Worlds Timeline Project and Other 
Research 




















History of Virtual Worlds 

The Virtual World, its Origins in Deep Time 


So what is a Virtual World? 

A place 

described bywords or projected through pictures 
which creates a space 
in the imagination 
real enough that you can feel 
you are inside of it. 







So... 

computers project 
words and pictures... 


...therefore we find virtual worlds 
only on computers right? 






But wait... 

Was the digital computer the first place people 
experienced virtual worlds? 

What about... 


25,000 BCE 

in the Caves-oLLascauxl 








Or in 1671 

Through The Lanterna Magika 



Or in 1894 

Through the Edison Kinetoscope 





























History of Virtual Worlds 

The First Age: Precursor Virtual Worlds 


..and computers are here (just barely) but we can 
already play Spacewar! 

(world's first multiple player videogame running on the PDP-1 
in February 1962 when yours truly was just a couple of weeks old!) 













Hello (3D virtual) World! (Maze War) 





























MAZE WAR -1974 


// 


Maze l/l/arwas the first 
multiplayer 3D first-person 
shooter. 

Players were represented as 

A VatarS (vector drawn names at first, 3D 
eyeballs in Xerox Alto version, late 70’s). 

Displayed maps of the levels. 
Player positions shown on map. 

Originally written by Steve Colley 
in 1973-1974 at the NASA Ames 
Research Center in California. 



Maze War in Action 


Maze War Film Clip 

























TEXT BASED GAMES 

Early online worlds took the form of text 
based interactive environments known as 

MUD’S (Multi-User Dungeons, Domain or Dimension) 

" The first MUD was put online in 1978. 

This game can still be played online at: 

http://www.british-legends.com/ 

by Roy Trubshaw and Richard Bartle at 
Essex University on a DEC PDP-10 


LOGIN SCREEN - MUD1 
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m m - 

" MUDS always start by asking for your name. 

Your name would be your “tag” and would 
identify you in the game world. 

" Text commands are translated to movement 
and actions. 

" Limited interaction with other players beyond 
chat. 


AVATAR MUD 


" Avatar MUD released in 1979. 
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A,S,D, W movement keys 
scheme. 

Allowed for groups, or parties, 
for completing quests. 


















And now affordable personal computers come 
with graphics so why not... 


HABITAT BY LUCAS GAMES -1987 
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Habitat was released on the Commodore 64. 

Created by Randy Farmer and Chip 
Morningstar. 

Hosted on Quantum Link, an online service for 
the Commodore 64, and progenitor to America 
Online. 

Players could see, speak and interact with each 
other in avatar form. 


// 


Avatars had to barter for resource 
Habitat, and could even be robbei 
other players. 


LUGA5 FILMS 
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CHAOS IN HABITAT 
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The virtual world of Habitat was completely 
open. 

Only the underlying software was off-limits. 
This initially led to chaos in-game. 

Players eventually self-governed their world. 




DOOM -1993 
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Proved that real-time 3D could achieve high 
performance on consumer PCs. 

' Internet was spreading so it was only a matter of 
time until... 





























History of Virtual Worlds 

The Second Age: Internet-Connected Virtual Worlds 
















WORLDS CHAT SPACE STATION -1995 

. ........ . ;. .. ; ;; ; 


// 


ii 


Worlds Chat Space Station 
combined the 3D visual appeal of 
Doom with online virtual world. 

Players created unique 
avatars/chat 




The 1990s - The Early Adopter "Cambrian Explosion" period 

Multi player gaming vs. multi user social virtual worlds 

1994-1996: along with the explosion of the web, an 
explosion of social virtual worlds platforms 
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Virtual VVorlrJt 
Evicts and MCinS 


Lets take a look... 




























ALPHAWORLD -1995 





































ACTIVE WORLDS 

WiP ! I A C: 

" Alphaworld was the first Active World, and ran from 
an Internet browser. 

Citizens could chat with other citizens and build 
buildings from selected objects. 

Citizens claimed land by placing objects, other 
users could delete objects and buildings. 

Precursor to Second Life’s in-world building 
paradigm. 

Individuals could own worlds and universes. 

" This platform is still online today with over 700 

Active Worlds http://www.activeworlds.com/ 

























AlphaWorld 30 at ground zero 


Object walks .rwx 


Dnprmlguy 


BrianG 


■:v :.*■ ' 

DigiOardenef: 
hello folks 


HR 


Conveyed |hello folks 
Description | 
Destination 































AlphaWorld 30 at ON 3W 


r ........j 


Home 


□cation: 


http://www.netr 


The Mew World Times 
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Netscape - 


e Edit View Go 


That s New! What s Cool! 


Message 

Description 

Destination 

Object 


New World Times Premiere Edition 


http: //www .netrunner .net/^synergy/alphaworld/hwtl .htm 


newsl .rwx 







































































Fujitsu WorldsAway Dreamscape 



Direct offspring of Habitat 

Virtual currencies, prices and private “turfs”WorldsAway 
Vending systems and barter trade, gift giving ^ jj ? 
Precursor of Second Life’s object economy in 1995... 
Financial success, but sold by parent, 
operating as Vzones 
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[A fabulous 1 room studio, a great value at 195T f 30 days. 
13154 available.] 



"Do you like ti? 
"wonderful stuff! 
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History of Virtual Worlds 

The Avatars Cyberconferences 



















































The Avatars Conferences - full circle 




The Avatars RL Conferences 

Earth to Avatars 96 (San Francisco) 























































CONTACT 
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Tour of Avatars98 Exhibits Area 


Av98 Film Clip 

























avatars 
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AVATARS2000: CYBERSPACE FOR A HEW MILLENNIUM 


digigardener: 
















































































History of Virtual Worlds 

The Third Age: Massively Multiplayer Online Role 
Playing Games, Virtual Worlds’ Second Coming 
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" In 1999 Sony Online released Everquest. 

" Everquest was the first truly 3D massive 
multiplayer online role playing game 
(MMORPG). 

Thousands of players could be online at 
once participating in shared quests, player 
vs. player (PVP) combat, and player vs. 
environment ( PVE/exploring ). 

This game launched the current generation 
of MMO’s, including virtual world platforms. 


RUNES CAPE-2001 






























wov y - THE 2.000 LB GORILLA MMQ_ 

" World of Warcraft currently boasts over 8 million 
paid subscribers. 

The recent release of The Burning Crusades 
expansion broke all sales records. 

Some say that WOW is hurting innovation in 
computer games because it holds so much of 
the mMO market. 

Fantasy setting with two groups of races that 
are at war with each other: Alliance vs Horde 

Quest and story driven game engine, heavy 
social focus. High level content available to 
groups only. 


http://WWW.MMOCHART.COM 
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VIRTUAL REALITY? 

" Virtual Worlds differ from MMO’s because 
they are open platforms, often allowing the 
players to shape the world content. Virtual 
Worlds are not Virtual Reality (no 
immersion). 

" There are no quests, no specific goals, and 
varying degrees of user control over the 
environment. 

These worlds are usually built around social 
interactions, commerce, and collaborative 
activities. 












































MTV VI RTUAL LAGUNA BEACH - 2006 

































SECOND LIFE PLATFORM 

" Second Life was launched in 2003. 

" The entire virtual world of Second Life has been 
created by the “residents”. 

Full 3D tools built into the client software for 
creation of in-world objects. 

Full scripting language to support intelligent 
behavior and animation. 

Growing support for multimedia, video and audio. 
Limited formats so far. 

Economy based on Lindex Exchange, a floating 
currency exchange between US$ and L$. 















FUTURE OF SECOND LIFE 

Client/server just placed in Open Source 
Spatial voice support in beta in 2007. 

Security being added into system in 
preparation for a distributed architecture. 

" Linden Lab trying hard to be “the next big 
thing” in virtual worlds, Web 3.0 

" Continuation as separate company or 
acquisition? 
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History of Virtual Worlds 

Virtual Worlds Timeline Project and other 

Research 










Key Anniversaries in the History - on the 7s 

Luscasfilm’s 1987 Official Avatars Handbook, Darner 
1997 Avatars!, many books & publications 

Academia: hundreds of research programs 

2007: Need for a comprehensive timeline project to 
capture ephemeral artifacts before they are lost 
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Lucasfilm 1987 - Darner 1997 - VWTimeline 2007 




The Social Virtual Worlds Timeline Project 


Sponsored by the Contact Consortium 
Avatars book, version 2.0 



" Enable the community to tell the history 

Simple web-based timeline, Wiki entry, MIT SIMILE 
project Ajax Timeline 
Scope from 1970s to present 

A place for current virtual worlds history to be 
recorded, within the context of the movement it 
represents 

Several universities, companies and individuals being 
signed up (HUMLab, University of Umea, WebHistory 
project to possibly host focus area) 

You can be a part of it! See www.vwtimeline.org 






















RESEARCH ON VIRTUAL WORLDS 
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" MMOG Chart, Industry statistics on virtual 
worlds and MMO’S http://www.mmoqchart.com 

The Daedalus Project, Nick Yee. The 
psychology of MMORPG’s 

http://www.nickvee.com/daedalus 

Terra Nova, serious researchers blog on 
MMORPG’s and Virtual Worlds 

http://terranova.bloqs.com 

" PlayOn, exploring the social dimensions of 
virtual worlds http://bloqs.oarc.com/plavon 


HISTORY OF VIRTUAL WORLDS 
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** Raph Koster’s Online World Timeline 

http://www.raphkoster.com/qaminq/mudtimeline.shtml 

" Bruce Darner’s Virtual Worlds Timeline, the 
origins and evolution of virtual social worlds 
http://www.vwtimeline.org 

" The Lessons of Lucasfilm’s Habitat 

http://www.scara.com/~ole/literatur/LessonsOfHabitat.html 





















FURTHER READING 
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" Avatars! Exploring and Building Virtual Worlds on the 
Internet - Bruce Darner 

Designing Virtual Worlds - Richard A. Bartie 

" Synthetic Worlds: The Business of Online Games 
- Edward Castro nova 

" Convergence Culture: Where old and new media 
collide - Henry Jenkins, MIT 

The State Of Play: Law, Games and Virtual Worlds - 
Jack M. Balkin 

Second Life: The Official Guide - Linden Lab 


Second Life Video Documentary Explosion 

What is Second Life? Philip Rosedale: ( 3 : 42 mins) 

http://www.voutube.com/watch?v=5GZPoOC 06M&mode=related&search = 

NOAA Virtual Education Island: (4:29 mins) 
http://www.voutube.com/watch ?v=is8YX32GAvQ 

Henry Jenkins, MIT on Global Kids Island: (2:32mins) 

http://voutube.com/watch ?v=sAQ2V356a-Y 

Global Kids/Unicef Competition: (2.27mins) 

http://voutube.com/watch ?v=iQrOizgmOiw 

Text 100 Island: (2:59 mins) 

http://www.youtube.com/watch?v=svnxFmQJ OA 















Future of Social Virtual Worlds 

discussion 

Make a buck, sustain high development and 
content creation costs 

Creating inclusive community experiences, 
sustainable companies 

Distributed vs centralized content 
Shared realities, political organization 
New medium of artistic expression 
Learning spaces, research environments 
Open source? 

Your thoughts? 
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